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Hello to all of you adventurers who are 
about to travel thruout the fantasy world of 
Nyarna? in the age Known as the Silverdawn. 
We have created a world for you which con- 
tains every element of traditional fantasy 
literature and role-playing. All of the strug- 
gles of good vs. evil* human vs. humanoid? 
magic vs. steel? dragons vs. Knights? dwarves 
vs. goblins? and old vs. new are present in 
"Silverdawn". The components of these strug- 
gles? from magic creatures to magic swords? 
are waiting to be uncovered. Now it is up to 
you to find the tools? picK your enemies? and 
Join these battles. 

Silverdawn is very open for creative 
input. In this Player’s Kit you will find Char- 
acter Sheets for the Silverdawn characters 
you have ordered. These provide the bare 
bones (or raw statistics) for your characters? 
and the basic Skills with which they start. As 
you play the game? you will have the oppor- 
tunity to turn these characters into interes- 
ting personalities with fabulous stories to 
tell. You’ll have the opportunity to take these 
characters and turn them into legends in 
Silverdawn? to increase their Skills to the 
highest levels? and to make something special 
out of each character. Because Silverdawn is 
entirely Gamemaster moderated? you will have 
the chance to build very unique characters. By 
pursuing special training and specific types 
of adventure you can turn your fighter into a 
White Knight? a Martial Arts Expert? a Gla- 
diator, or anything else that you think would 
be fun. Your Merchants can sit back in cities 
and make smart? safe deals? or hire a shio 
and go in search of unknown? dangerous mar- 
kets. All the opportunities are there? only the 
imagination can set any limits on Silverdawn. 

Its been a lot of work to design? or- 
ganize? and perpetuate Silverdawn? but the 
response we’ve received from the players has 
made it all worthwhile. We have a good game? 
and we’re proud of it. We look forward to the 
quickly approaching day when you personally ex- 
perience how much fun the adventures in 
Silverdawn are to play. 

Please be sure to let us know from time 
to time what you think of the game? and any 
improvements that come to your mind. The only 
way for us to know if you’re satisfied with 
the game is for you to tell us. We wish to 
thank you for making Silverdawn possible by 
joining the game. We will do our utmost to 
insure that you enjoy the exoerience 
thoroughly) 




Silverdawn is designed to use a number 
of predetermined physical Attributes and 
character Skills to represent a character’s 
strengths and weaknesses in a fantasy world. 
With the further addition of different Races 
and their inherent traits? and your decision 
on their personality and individual traits? 
each character becomes a uniaue entity. 

r 

Charac+er fl++f-ibu+es 

All character Attributes compare Silver- 
dawn characters on a scale of One to Ten. 
You will occasionally see a score higher than 
Ten? lOhich indicates that the Attribute is 
REALLY exceptional! High scores are best? low 
scores mean to be careful of the reliability 
of that attribute. Scores of 4 to 6 are con- 
sidered to be average scores for humans. We 
provide no charts or lists to tell you how 
many feats a character with a Dexterity of 
Ten can perform? so common sense must be 
your guide in this matter. It is very important 
to keep in mind your character’s strong and 
weak Attributes when planning actions for 
them. If the only apparent way out of a tough 
spot is to broadjumo a 2© foot wide chasm? 
and the character is Strength(5) and 
Agility(2)? it might be wise to put some crea- 
tive thought into alternatives. 

It is possible to increase your chai — 
acters’ Attributes. If you’ would like to ftry 
this? think up a plan of action for increasing 
the Attribute and note that you are pursuing 
that plan each time you send a move. Even- 
tually you will either receive notification that 
the Attribute increased or you’ll decide that 
the idea wasn’t successful and try another. 
You should also be awa~e that occasionally 
events will cause an Attribute to decrease! 
Most of the Attribute’s names are self explan- 
atory? but a brief description is provided for 
each one. ’ 


Strength is a f measure of £heer physical 
power. 

Dexterity is the quickness and sureness of 
hand and arm actions? like using a sword! r 
Endurance is a character’s^stamina? the abi- 
lity to put forth sustained physical efforts. 
Agility is the ability to perform coordinated 
movements with the limbs. Agility affects run- 
ning speed and skill? balance? jumping? and 
combat skills. 



Willpower is the ability to 'hold to a purpose 
against adversity? to stick to your principles? 
and to avoid temptation. 

Intuition is the ability to perceive by picking 
up on sparse or subliminal clues. 

Lore is knowledge of arcane history and 
events. 

Beauty measures sheer physical attrac- 
tiveness. 

Char® is the degree of charismatic 
personality. 

Magic Resistance is the innate ability of in- 
dividuals to resist the effects of magical 
attacks. 


Charac+er Skills 

A character’s Primary Skill is always the 
one that you chose for him when you entered. 
jMost characters will have some lesser Skills 
:in a few of the other eight Skill classes. 
These are called Secondary Skills. 

Always try to enter into adventures 
which are best suited to your Primary Skill. 
This may require you to think of some situa- 
tions where this Skill would be the most advan- 
tageous? and then try to find a way to land 
in that situation! The Silverdaun Game- 
masters will give you some help in finding the 
right types of adventures for your character? 
but the responsibility for staying out of the 
wrong kind of situation is basically up to you! 

Use Secondary Skills wisely. While you 
might not be able to use a Secondary thieving 
Skill to beat a real thief to a rich heist? you 
might be able to filch the treasure map which 
that bold fighter was just showing off in the 
tavern. 

A Skill will normally increase in a move 
in which you have used it. Practicing with a 
Skill will not increase it. It is easier for 
your Primary Skill to increase than your Secon- 
dary Skills. If you have a score of Zero in a 
Skill? it will require a great deal of game 
money and game time (spent studying with 
someone who is expert in that Skill) to create 
an initial score for the Skill. 

Character Races 

There are several non-human races 
available for Silverdaun characters. If your 
character is available for one or more of the 
non-human races? a list of ' the possibilities 
will be printed on your character sheet. 
Please circle one while you are completing the 
information needed on the sheet. Note that 
the selection of a non— human race will pro- 
bably change his Attributes and Skills? some- 
times for the good and sometimes for the bad! 
Here are some notes on the racial types : 


Elves are known for their lightness and quick- 
ness? but are not as strong as humans. Elves 
make good Rangers and Minstrels? but poor 
Engineers? Clerics? and Merchants. They are 
capable of (1) silent movement (2) feats of 
balance? and (3) have good night vision. 

Duarves are strong and hardy little chaps? 
who tend to make good Fighters and Engineers? 
but do not excel in the other skills. Physi- 
cally? they tend to be a little slow and cum- 
bersome. E>warves can (i) find direction while 
underground and (2) sense humanoids (goblins 
and the like). 

Halflings ere very quick but not very strong. 
They make excellent Thieves and good Min- 
strels or Merchants? but poor Fighters and 
Mages. Halflings can (1) move silently and (2) 
hide quickly (and well). 

Gnomes are also small and quick? and make 
good Thieves and Engineers? but poor Mages 
and Minstrels. They can (i) appraise gems? 
and (2) find direction underground. 

There are three mixed races? which are 
basically compromises between humans and the 
named race. They are Half-elf? Half-dwarf? 
and Haffer? a cross between a human and a 
(hopefully tall) halfling. 

y Cleric 

The adventuring Clerics of Silverdaun 
are men who seek to bring fame and glory to 
their god’s name by deeds? or set out to rid 
the world of as much evil (or good) as possible. 
In these pursuits Clerics are the recipients 
of divine intervention from their gods? often 
having their prayers answered when in a tight 
spot. 

Clerics use rituals which call upon the 
powers of their gods. In order for a Cleric to 
receive aid from his god? he must decide what 
he wishes to accomplish and perform a ritual 
(which you would describe in your move). If the 
attempted results of the ritual are within the 
sphere of influence of the Cleric’s god? and 
if the nature of the effected situation is of 
enough importance that the god is interested 
in helping? then the Cleric will normally 
achieve some positive result. For example? a 
Cleric of Hocktor (God of War) praying for in- 
creased strength in battle might well have his 
prayer answered. But a Cleric of Dawnora 
(Goddess of Love) making the same prayer 
would likely come up empty. 

Clerics are most famed for their ability 
to perform rituals to restore health to the in- 
jured and sick? and life to those even worse 
off. Of course? sometimes these deeds require 
hefty contributions to the Cleric. 
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Some of the abilites of the Cleric may 
seem to be similar to those of the Mage. How- 
ever* there is a major distinction. The rituals 
used by the Cleric generally taKe longer to 
set up than spells do for a Mage. In addition* 
since the powers of the Cleric are coming di- 
rectly from a god* there is little chance that 
a Clerical ritual will suffer total failure. On 
the other hand* the results of the ritual will 
never cause direct damage to an opponent? 
because gods seldom like to directly inter- 
fere in the individual dealings of mortals. 

You should pick a god for your Cleric to 
worship and note this on your Character 
Sheet. You may use one of the gods in the 
accompanying Silverdaurt Pantheon or choose 
one of your own from another mythos. If you 
choose from another mythos* please include a 
short description of the god you choose so 
that our Gamemasters can determine with 
which rituals your Cleric is likely to succeed. 

Here is an idea of how a Cleric’s power 
progresses : 

QQfi - 010 : Sometimes gets a little help when 
in tight spots. 

©11 - 020 : Knows some weak healing rituals. 
021 - 040 : Knows lore about combating evil 
(or good). 

041 - 0S0 : Cleric is generally successful in 
prayers for powerful and dramatic aid. Has 
generally learned some rituals of summoning 
and banishment. 


0S1 - 110 : Cleric learns rituals to place 
strong protective wards. Can sense the oppo- 
site ethos (good or evil) in proximity. 

Ill + : Is a powerful figure in his god’s re- 
tinue. May be able to restore life. Becomes 
capable of causing the occurence of super — 
natural events on his own. 


Engineer 

Engineers are clever handymen* whether 
building a lock or raising a castle. They are 
good at figuring out mechanisms* getting heavy 
objects moved* opening things* building gad- 
gets and castles* etc. They will know about 
working metal* finding "missing space" in 
buildings where secret rooms might be* con- 
structing traps* draining lakes* shipbuilding* 
building bridges* you get the idea. Obviously* 
the more an Engineer works at a particular 
kind of pursuit* the better he’ll get at it (so 
keep track of the number of times he has 
levered large stones* etc.). Here is a guide to 
the kinds of things that an Engineer may be 
expected to accomplish per ranking : 



001 - 015 : Can build small gadgets* detect 
sloping floors. 

016 - 030 : Able to do some simple architec- 
tural analysis* work with metals? figure out 
simple mechanisms. 

031 - 075 : Can build small structures* work 
with more complicated devices* perform sur- 
veying (helpful with treasure maps! ). 

076 - 110 : Will be capable of performing all 
but the most large scale Engineering feats, 
ill + s Can construct palaces and castles? 
build dams? flood dungeons? build devices to 
allow work underwater? etc. 



Figh+er 

The Fighter Skill means that the char- 
acter has some knowledge of fighting arts. 
Fighter ability is rated as follows : 

©©i - ©i© : Use of "native ability" only. 

©11 - ©20 : "Native ability" plus a little 
knowledge. 

©21 - ©4© : Has received training to some 
degree. 

©41 - 1©© : Has been trained and is a 

veteran of combat. 

i©i + ; This is hero status* very accomplished 
warrior. 

A Fighter is proficient with the number 
of weapons calculated by this formula : 
(FIGHTER SCORE / 2©) ROUND UP. So a score of 
1 to 2© indicates one weapon* 21 to 4© two 
weapons* etc. Use of a weapon that is not 
listed as a weapon of proficiency on your 
character sheet is possible* but it will de- 
tract from a Fighter’s normal skill at combat. 



Mage 

There are four types of Mages in 
Silverdaun* the Sorceror* the Wizard* the Con- 
jurer* and the Enchanter. Sorcerors use ele- 
mental magic* shaping natural forces to help 
their own ends. Mizards use the power of the 
mind and spirit in order to make their magic. 


The Conjurer has mastered changing the phy- 
sical form of living things and summoning crea- 
tures. Enchanters can make physical objects 
perform magical tasks. 

Sorceror’s spells include such feats as 
making rain* controlling winds* capturing light- 
ning* creating avalanches* summoning elemen- 
tal creatures? or starting a fire. The suc- 
cess of a Sorceror’s spell depends on the ta- 
lent of the Sorceror and the degree to which 
his spell defies nature. Almost any Sorceror 
could cause a favorable wind for his sailing 
vessel* but it would take a very great (or 
lucky (or both)) Sorceror indeed to make a 
mountain get up and trample an enemy army! 
Therefore* the most skillful Sorcerors quickly 
find ways to subtly alter nature’s way to suit 
their needs. 

Mizards use their mind to funnel power 
from the universe’s magical fabric into phy- 
sical actions involving creation of objects 
and forces. Not only does this allow them to 
pull rabbits out of hats* but to cause illu- 
sions* communicate telepathically* teleport* 
levitate* foresee* and all other manner of 
mental powers. Wizards are adept at quickly im- 
provising a spell to fit the current circum- 
stances. 




Conjurers summon creatures and physi- 
cally alter the appearance of things. A 
Conjurer might change himself to look like a 
chair in order to hide? or he might change 
someone else into a toad because he was irri- 
tated with him. When a conjurer transforms 
one form to another, he has a better chance 
of success if the two forms are similar in 
size, weight, and shape. The more powerful the 
conjurer becomes, the easier it is to exceed 
the boundaries of size, shape, and weight. As 
an example, it would be much easier for a Con- 
jurer to turn himself into a large stuffed 
chair than a small endtable. It would also be 
easier to turn a man into a large dog than 
into a small bug. The more powerful Conjurors 
learn how to safely summon monsters, animals, 
demons, and worse to do their bidding. The 
more powerful and intelligent the creature 
called, the more difficult it is to control. 

Enchanters use their magic to animate 
objects or to give objects magical functions. 
They could make a rock talk (but would have to 
’tell 7 it what to say), persuade a broom to 
sweep the floor, or make an ale keg’s tap 
work automatically when a mug was placed 
beneath it. He could also make a sword more 
powerful in combat, or enchant a lock and key 
so that the door would never open without 
that key in its lock. 

An Enchanter’s magic takes two forms. 
The first form serves to animate an object, 
and the second places a magical property 
upon an object. Many enchantments combine 
both forms to make intricate and difficult 
spells. Spells of enchantment will wear off 
eventually. The more powerful the spell’s func- 
tion, the faster it will wear off. 

Your Mage will initially know a small num- 
ber of spells from his training. Beyond these 
your creativity will be his only source of new 
spells. Spells cannot be ’bought’ or otherwise 
obtained from ’Non Player’ Mages. Each spell 
you use must be created by you and fully de- 
scribed in your move. In game turns, you 
should make up new spells for your mage on a 
case by case basis as they are needed to 
solve problems encountered in your current 
move. . This gives you more flexibility than 
Mages in most games, but you may only submit 
one new spell per move. Spells can be more 
successful when accompanied by well consi- 
dered spoken phrases and use of physical 
objects. 

Here is a guide to the Mage ability score : 

Q>Q>1 - <315 s Capable of simple feats like 
lighting fires or levitating small objects. Spell 
use is very limited. 

<2)16 - ©40 : Capable of simple informative 
and defensive spells. May cast several spells 
a day. 


©41 - ©Q© : Can control powerful spells ca- 
pable of attack and other miscellaneous func- 
tions. This range is not very experienced but 
is still a full fledged Mage. 

©81 - 12© : In this range all spells but the 
most powerful will certainly take some effect, 
and the Mage is powerful enough to imbue phy- 
sical items with magical properties. Mages at 
this level are also able to study a second 
form of magic. 

121 + : Here is the range of veteran and dan- 
gerous Mages. 



In Silverdaun your Mage will not be re- 
stricted by contrived rules that limit his 
nOmber of spells available for use. In fact, 
he can try any spell that you can conceive. 
The only limitation is that some spells will 
cause the invocation of forces far beyond the 
experience of your Mage. If you try spells like 
this at an early point in the Mage’s career, 
then he’ll probably experience many failures. 
Here are a few beginning spells with which 
every Mage with a Skill of 21 or more has ex- 
perience. 

Detect Magical Presence reveals the pre- 
sence of magic in the immediate vicinity. Ma- 
gical objects are revealed by becoming sur- 
rounded by a blue aura. 

Protect Object places a protective field 
around an object which allows no one but the 
spell’s caster to touch it. 

Detect Enemies ''causes the Mage (only) to 
become aware of the identities of enemies in 
his vicinity. 

Remove Enchantment causes an object to 
lose its magical properties. Of course, the 
chance of success will vary widely depending 
on the skill of the enchanting Mage. 

Enhance Charm makes the Mage twice as 
charming as normal, thus he will increase his 
chances of being convincing in any 
conversation. 

Your remaining spells at the start of 
the game will be determined by you. Design 
spells of each following type. On the back of 
your character sheet, write (1) the spell name, 

(2) a description of the spell, (3) the verbal 
phrase associated with the spell, (4) the 
physical elements associated with it. 
Remember, at this early stage of the Mage’s 
career, it would be wise to choose spells 
effective because of their subtlety rather 
than their sheer magical power. 

(1) One spell of physical defense. 

(2) One spell of magical defense. 

(3) Two spells of magical attack (indicate what 
types of creatures these spells should be 
most effective against. 

(4) One spell of miscellaneous usefulness. 



Merchant 

Merchants are those travelling business- 
men who brave the wilds in search of profit? 
and whose adventurous spirits lead them into 
all sorts of unusual circumstances (a la 
Sinbad). They will be skilled at finding and ob- 
taining whatever objects they need? and will 
be good at making informative contacts. Mer- 
chants are generally charismatic and persua- 
sive? and will be good at haggling for the 
price of goods? the terms of a contract? or 
their life. They also have a keen eye for the 
value of an item found or offered in trade. 

00 1 - 010 : Some talent at bargaining and 
appraisal of common valuables. 

Oil - 0 25 : Gains ability to make valuable 
contacts. 

026 - 050 : Has knowledge of several 

languages? can appraise most items accu- 
rately? can find friends or friends of friends 
in most civilized areas. 

051 - lOO : Fluent in many languages? knows 
where to find anything he needs (or knows 



who knows). Is often approached to be advised 
of “bargains". 

101 + : Able to appraise almost anything to 
market value. Knows location and contents of 
many "private collections". Can always find 
items at low prices. Knows and is known by 
many highly placed people. Is an expert on 
"current events". 


Minstrel 

Minstrels are another class of wan- 
derers. Where ever they go? they earn their 
keep by playing music? singing? dancing? 
story-telling? mime? minor magic tricks (in- 
volving some real magic)? and any other per- 
f owning arts they may learn. Not only do Min- 
strels tell stories? but are in turn told many? 
so that they learn much history and lore. They 
are also in a position to learn many lan- 
guages? and pick up rumors and clues to trea- 
sure and adventure. 

001 - 010 : Good singer and can play an 
instrument well. 

011 - 020 : Tells stories and jokes well. 

021 - 050 : Dances well? knows some lan- 
guages? can act well. 

051 - 100 : Knows many languages? extensive 
knowledge of lore? can perform all entertain- 
ment at least adequately. 

101 + : Expert in all entertainments? can 

hypnotise groups of several people. 




Ranger 


Rangers are the woodsmen of ali 
fantasy games. In fantasy literature (and 
American History) they most often operated 
alone or with one friend. However? when on an 
important adventure? they will operate in con- 
junction with other people? often as a guide 
or scout. Their abilities lie in the areas of 
tracking? hunting? direction finding? survival 
outdoors? and often archery. Rangers develop 
keen senses and methods of quiet movement. 
Here is an idea of their abilities by score : 

©01 - ©15 : Can perform easy tracking and 
is a good hunter. 

©16 - ©3© : Tracking and hunting skill is 
increased? directional ability is good. 

©31 - ©7© ; Gains silent movement and 

excellent perception. 

©71 + : Expert woodsman in all categories. 

Rangers will always be able to use a 
bow. If they have chosen the bow as a weapon 
of proficiency? then they are very accurate 
and dangerous when using it? and can fire 
quite a few accoraie shots in a short space 
of time. If a bow has not been chosen as a 
weapon of proficiency? the Ranger can still 
use it in combat? but will not be quite as 
accurate or able to get quite so many shots 
off in a short space of time. A Ranger’s 
skill at using a bow for hunting is always ade- 
quate to provide food for himself and a small 
group of people. 



Spies are the instruments of govern- 
ments? nobles? and large trading houses in in- 
trigue. Spies soon become adept at disguise? 
lying? and eavesdropping? or they become dead. 
They also pick up many Thief abilities? which 
include stealthy movement end lock picking. Al- 


tho it is the most frequent occurrence? Spies 


do not HAVE to be hired? but can work for 


themselves? trying to gain any information 
that they think they could turn into a profit. 


©©i - ©^1© : Can eavesdrop and lie with a 
straight face. 

©II - ©2© : Becomes adept at disguise. 

©21 - ©5© : Can safely assume other iden- 
tities? if not of a person well known to those 
around him. 

©51 - ©8© : Easily gains people’s confidence? 
has learned several languages? certainly has 
Thieving abilities? if not before. 

©SI + : Master of quick disguise change? 

voice mimicing? and smooth operation under 




Thief- 

This is always a popular character 
because everyone wants to get something for 
nothing. Thieves can pick pockets* open locks* 
climb walls, vines* etc.* move quickly and si- 
lently, find hidden apertures, appraise worth, 
find traps, hide behind or inside of almost 
anything, and hear very well. I certainly don’t 
need to stimulate your imagination on what to 
do with a Thief! 

0©i - 010 : Can move silently and hear well. 
011 - 022 : Can pick locks and hide quickly. 

021 050 : Able to pick pockets, climb, and 

ail other Thiefly talents. This is an average 
range. 

051 - 080 : Successful Thief. 

081 - 100 : Expert Thief. 

101 + : Master Thief. 


(guides jfu JpliEiyintg 
gijiVeirdaujDtn 

(1) Silverdaun is designed to give players 
great flexibility in their play by placing the 
minimum number of “hard rule" restrictions 
upon them. This means that when presented 
with a problem, you can write any plan for 
dealing with that problem that you wish! Other 
than the limit of writing Three pages for a 
move, and One spell for a Mage, there are no 
other limits on the actions you can perform! 

(2) Always keep racial abilities, limitations, 
and tendencies in mind! 

(3) Information will always be the most valua- 
ble treasure in Silverdaun, for without it you 
will have a hard time finding adventures! fry 
to plan some sort of information gathering 
activities into each move. Here again careful 
thought and good planning will give you much 
greater progress than waiting for random 
events to come by. 

(4) It is very important to build contingencies 
into your moves. Example : I would like to 
search for the bandits southwest of town and 
move clockwise around town if I don’t find them, 
i will look especially for campfires and fre- 
quently climb trees for observation. If I find 
them and they have careful sentries then I 
will try to sneak into camp to release the pri- 
soner. If I am caught I will etc... 

Provide for as many contingencies as pos- 
sible, because when the Samemaster gets to 
the end of your contingency string and some- 
thing unexpected occurs, then he will have to 
stop adjudication at that point and write to 
you for further instruction. Obviously, the 
more contingencies you provide, the more you’ll 
get for your money on each move! 


(5) Combat will be a highly abstract operation. 
When combat occurs we will take into account 
your Fighter or Mage ability, along with which- 
ever attributes seem to be the most germane 
to the situation. When all other factors are 
close to even, the combatants Wounds will 
often be the deciding factor. Your Wounds 
score is a combination of several of your at- 
tributes and measures your ability to survive 
or dodge wounding blows in combat. An average 
Wounds score for a character would be in the 
range of thirty to thirty-five. 

Combat will not normally be forced on a 
character by random means, but often when 
you place your character in a dangerous situa- 
tion then opportunities for combat will occur 
whether you seek it or not. Armor is not as 
important in Silverdaun as in many games. 
This is due to the abstract nature of combat 
and because we place more emphasis on the 
adventure than a tactical simulation of medie- 
val combat. 

(6) When dealing in distances, keep in mind 
that game distances are measured in leagues. 
One league is equal to three miles. 

(7) Keep a log of all the information you 
receive so that you can co-ordinate it and 
discover connections. 

(8) Indicate the exact amount of time that you 
wish to spend on a task. Example : I wish to 
spend up to three days scouring magic shops 
for a strength potion. This will give us a 
chance to process your moves with fewer ran- 
dom factors involved. 

(9) When running multiple character moves, try 
to make sure that you use the skills of each 
member in the group. 

(10) Use common sense! Many good plans for 
achieving a goal may be gotten by examining 
what you might do in real life. 

(11) Proceed on a gradient. Take on several 
small adventures first to gain experience and 
tools before seeking a dragon or such. 

(12) Unfortunately, some characters may get 
themselves in too deep and actually get 
KILLED! If you are unfortunate enough to 
suffer this fate, we will send you the final 
move describing the character’s death, and 
enclose a new character sheet and beginning 
scenario for you to continue with, if you would 
like to. This new setup will be at no charge, 
since we feel that this is the least we can 
do to help you thru your loss. 

(13) Use the attributes to help build a ROLE 
for your character, and then play that role. 
For example, a character with a high Beauty 
and low Charm might be stuck up. Look for 
these relationships and let them add to the 
fun and challenge of the game. 



(14) Anyone who would like -to add to his re- 
tinue of characters can do so for the mere 
fee of three dollars per additional character. 
Just send the three-- dollars in with your move 
and tell us if yoij J would like to run them sepa- 
rately or add them to your other characters’ 
group. 
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Solving Adventures 

Unlike most other games? in Silverdaun 
you write the actions you would like your char- 
acters to undertake in a descriptive style. In 
other words? we will present you with an 
adventure. Once you decide on a plan that 
your characters will use to solve their situa- 
tion? just sit down and write out that plan on 
paper. It may be apparent to you that there 
is the possibility for several different things 
to happen in reaction to your plan. If you 
still have room after writing your main plan 
of action? then you may write ’Contingent 
Plans’ designed to handle the various situa- 
tions that you think might arise. 

For example? if you write a plan to in- 
vade an evil ruler’s stronghold? then you could 
think that (a) you might capture him? or (b) he 
might escape. After describing your plan to in- 
vade the stronghold? you could write a plan to 
be followed in case you capture the ruler? 
and a plan to be followed in case he escapes 
from you as you invade. 

Please write your moves as a series of 
plans. Many players like to write their moves 
in the fashion of a story? and this is very ac- 
ceptable as long as you do not write actions 
into the move that force events down your 
Gamemaster’s throat. For example? if you are 
about to attack a dragon in its lair? don’t 
write "Talix attacked and killed the dragon 


and found a magic sword in its pile of trea- 
sure." Instead? you would write something like? 
"Talix will attack the dragon. If he kills it 
then he will search its pile of treasure to 

see if he can find a magic sword. If he 

doesn’t kill it ..." 

Silverdaun allows you to write three 
pages to detail your moves. We have found 
that three pages of about 250 words in 

length are normally more than you’ll feel the 

need to write. This would be a total of about 

TOO-SO0 words for the move. If you occasion- 
ally need a little more room? feel free to 

take it? but please don’t abuse this invitation. 

Move Format Rules 

The following guidelines are given to 

help us in processing your turn. Following 

them will aid our office staff and Game- 
masters to get your move back to you as 
quickly as possible. 

(1) Your name and return address must be in 
the upper left hand corner of both your enve- 
lope and the first page of your move. 

(2) Your name must be at the upper left hand 
corner of each page you write. 

(3) Your pages must be numbered. 

(4) The Name and Primary Skill of each char- 
acter should be written in the top right hand 
corner of the first page. 

(5) Questions to / the Gamemaster about the 
game must be written on a separate sheet 
of paper from the pages your move is written 
on. Adequate space for the answer you desire 
should be left for The GM to write the 
answer. If possible? phrase questions so that 
they may be answered with (ai Yes or No? (b) a 
One Word answer? or (c) Provide a short list 
of possible answers so that the GM may circle 
The correct choice. 



(6) Proper payment must be- enclosed with each 
move. A move costs *ZG"2> for One character- 
operating in the move; If you choose to run 
more than One character in a move? then the 
move will cost an extra $i ,Q>Q for each extra 
character? AND you will be allowed an extra 
page of instructions. For example? if you have 
two characters and decide that you would like 
them to adventure in the same group? then the 
move for those two characters will cost 
•£^>©<2>? and you will get four pages to write 
plans for thep. Four characters in one group 
would cost tJLQtOh and would give you up to six 
pages to write plans. 

(7) Please make all payments in U.S. Dollars. 
(Canadians note that writing $2£.OOUS on your 
personal check is not honored by U.S. banks. A 
bank’s check or money order is the only way 
to send U.S. funds.) For the purpose of con- 
venience? you may send in payment for more 
than one move at a time. Our office staff 
keeps track of how much money is left in your 
account after each move? and will keep you in- 
formed of what your total is? or if your last 
move has used up the last of your account. 

(8) Please address your envelope to 
ECI-Silverdawn at the address in the letter- 
head at the top of your move. This will serve 
to advise you if we have a change of address. 

(9) Ignoring any of the above rules makes our 
job more time consuming to perform? so please 
check them the first few times you send a 
move to make sure you’ve complied with all of 
them. In processing thousand of moves each 
month? those kinds of little things can speed 
up move turnaround for every player in each 
one of our games. Players who ignore these 
rules will receive the lowest priority when 
moves are processed. Players who comply with 
all the rules every time they send in a move 
will receive the highest priority. 
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Non-Player Characters (NPCs) are fre- 
quently involved with your characters in 
Silverdawn adventures. Commonly you will en- 
counter NPCs by hiring them to go on adven- 
tures with you. When this is the case? you will 
have a great measure of control over their 
actions? altho the Gamemaster will allow the 
NPC to react to the adventure in a sensible 
manner (meaning that NPCs will not act in a 
suicidal manner even should you try to get 
them to! ). Often players become very attached 
to NPCs that have been adventuring with them 
for some time? and wish to purchase them as 
characters. This is allowed. 

At other times you may encounter an NPC 
who hires YOUR character. When this happens 
you will have some? but very little? control 
over the NPC. These characters generally are 
NOT available to be purchased as characters. 

When you encounter an NPC? you will be 
told his name and given a brief physical de- 
scription. Often you will learn something of 
his Skills. However? the Gamemaster will never 
give you a list of his Attributes and Skills as 
if he were a Player’s Character. 
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Each Silverdaun move you receive will be 
a story about wha? happened to your char- 
acters as a result of the last plans you made. 
The Gamemasters use their Knowledge of your 
adventure in conjunction with your plans to 
decide what happens to your characters in 
the next move. Over the course of time? you 
will actually wind up with an adventure novel 
where you have made all of the important deci- 
sions about the main characters! 

Your move may not always be carried to 
the conclusion of your plans due to the occu- 
rence of a new or unforeseen problem for 
your characters. In these situations you will 
still receive a reply of the normal length? and 
always with an interesting problem (or emer- 
gency)? for you to find a solution to! We re- 
gard that the scope of any move is to carry 
you from one problem or major decision to the 
next. Thus in one move you may travel hun- 
dreds of miles? or down a single trap filled 
corridor! 

With several thousand players now adven- 
turing in our games? we have to reuse the 
same adventures (even WE can’t think up THOU- 
SANDS of separate adventures! ). We want 
each Silverdaun player to experience the full 
value of surprise? mystery? and adventure 
that we can get into a move. So if .one of 
your moves contains the same adventure that 
you have already heard about from a friend? 
please let the Gamemaster know right away! He 
will make sure that your adventure progresses 
differently than that of your friend. 


Writing adventures for thousands of 
players in an individual manner is quite a job. 
Often players will write plans into their move 
that wind up not being important in the con- 
text of future events in his adventure. Many 
times the Gamemaster does not have time to 
reply to that kind of plan. This means that 
when you occasionally receive a move that has 
no mention of a plan you wrote? the Game- 
master has read that plan and decided that it 
had no effect on the course of events. At 
times the Gamemaster may carry the adventure 
slightly beyond the scope of your plans. This 
is at times necessary to insure that the move 
will end with a suitable challenge for you to 
overcome! 

If you write a minor plan (such as buying 
a sword while in a city) that is not mentioned 
in the reply to your move? you can assume 
that this minor plan was carried out. 

Due to our concentration on providing an 
exciting adventure for you? the Gamemasters 
simply don’t have time to keep a detailed 
count of your cash and an inventory of all 
the items you have accumulated. It is up to 
you to keep up with how much wealth your chai — 
acter has accumulated and his list of current 
possessions. When you wish to verify that the 
Gamemaster agrees with your list? send him a 
copy and ask him to verify it for you. He will 
cross out anything that he doesn’t agree you 
still have? and adjust the accounting of your 
wealth if he feels it is out of line. The GM’s 
decisions are final on such matters. 

If it is obvious to you that a GM has 
goofed on some aspect of your adventure? 
feel free to make an appeal to his judgement 
on the matter when you send in your next move. 




He will either enclose a short note explaining 
why he feels the move should stand? or adjust 
the situation slightly to adjust for the error 
if he agrees with you. In some cases? he may 
redo your entire previous move if he feels 
that it is necessary to correct the situation. 

Finally? if you do not receive your reply 
to any move or Product Order within two to 
three weeks? write and let us know. We have 
had considerable trouble with the U.S. Postal 
Service losing mail both to and from us. The 
only way for us to discover when this happens 
is for you to let us know that you did not 
receive something that you were expecting. 
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U) Fill out your Character Sheets. Decide what 
type of personality you would like each chai — 
acter to have and" write a description of it 
on the Character Sheet. 

(2) Read the page in this rulebook entitled 

’Move One : Valapar’. 

i3) Decide on the general type of adventure 
you would liKe your characters to start out 
with. Write some brief plans for what actions 
they will carry out in Ualapar to find this 
type of adventure. 

(4) Put all the above in an envelope and send 
it off. A few days later you’ll be right in the 
middle of more action and excitement than you 
ever expected: 

(5) On the enclosed order form there is a 
product called the ’World of Silverdaun’. 
This is the compleie campaign world that we 
use in running Silverdaun. Since it gives 
facts about all the countries? mountains? 
cities? forests? etc.? it is obviously a UERY 
useful tooi for a Silverdaun player to have! 
In addition? you can use the ’World of Silver- 
daun’ in the adventures and campaigns you 
and your friends have at home. 

Hiavis! H = ^aJjafaatr 

In the time of the great "Crusades of 
Awakening" being fought against the vicious 
humanoid tribes of the northern continent and 
the western jungle peninsula? young men and 
women flocked in droves to Ualapar? the great 
capital of the "Golden Empire". Yalapar was a 
city fully forty leagues in diameter? which sat 
inside a square formed by the four great 
lakes? with four great canals forming the 
sides of the square. 

Ualapar’s huge population and geographic 
size was supported by magic. Magic that was 
used to transport food and water daily into 
the center of the city? magic used to build 
the great towers and crystal palaces? magic 
used to create great taiismen of power? and 
magic used to combat evil. Inside the canals 
of Ualapar one could find literally anything 
known to the civilized world? for Ualapar was 
the leader of the civilized world. 

One hundred and fifty leagues to the 
southeast stood Grandelor? the ancient king- 
dom of the elves. Grandelor was a huge 
forest penetrated by the great river Dionemar? 
which ran for thousands of leagues up and 
down the southern continent. Two hundred lea- 
gues south of Grandelor was Bavenlon? the 
forest of the dark elves who sided with evil 
in the DARK YEARS. To the east across 
Dionemar were the great coastal plains? 


roamed by wild barbarians and unpredictable 
creatures. To the west? two hundred and fifty 
leagues away? was the fierce Storm Range? 
giant haunted mountains which guarded the 
mainland from the bloodthirsty humanoid tribes 
of the jungle peninsula. Far? far to the 
north? armies from Ualapar fought on the 
"Isthmus of Blood" to cross into the northern 
continent and battle the nations of ores and 
goblins. Hundreds of leagues to the southwest 
was the Southern Peninsula wheron stood "The 
Plateau"? atop a circle of forest shrouded 
mountains that no man had ever climbed? and 
returned. 

This is a description of some of the 
events and places in the world as hundreds 
of adventurers? yours among them? turn to 
Ualapar to find the answer of how to best 

find adventure. Ualapar is full of generals 
building armies? caravans seeking men at arms 
for guards? mages hiring helpers? treasure 
expeditions seeking scouts and engineers? and 
merchant houses hunting caravan leaders and 
men to act as agents for purchases in re- 
mote lands. The government seeks men to 
scout or spy enemy forces? and to examine 

the intentions of "allies". Parties headed for 
exploration of ruins search for religious men 
to accompany them? and in this city of riches? 
opportunities abound for thieves and min- 
strels to make a profit. 

So here then? is the time for you to 

decide on the first course for your chai — 
acters to travel. There is much to do and 

much to learn in ^ Ualapar. Not the least of 
your needs is to gain some cash? for outside 
of your weapons and other tools of your 
trade? you have only a few days worth of food 
and lodging jingling in your pouch? in the form 
of fen gold marks of the realm. Choose well 
your plan? and guard your back. 

Those of you with more than one chat — 
acter playing together may assume that they 
have all just met in a tavern and decided to 
pool their resources and talents. 

Notes : If you are having trouble thinking of 
what to do? here are some hints. Try to 
decide what type of adventure and/or employ- 
ment you would like for your character. Then 
write some instructions for how your char- 
acter will go about finding that kind of adven- 
ture or job. Think of how you would do this in 
a big city. 

Copyright 1983 by Entertainment Concepts? Inc. 

P.0. Box 609 
Cornelius? NC 28031 

Base Design: Jim Dutton 

Cover and Interior Art; Kim Allman 

And thanks to the thousands of Silverdaun 
players whose suggestions have helped us 
improve our game over the years!! 
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All characters begin the game with 1© 
Gold marks? the weapons that they are 
proficient with (including 2 Q arrows for a 
bow)? traveling clothes? boots? and cloak. 
Characters additionally have the following 
equipment (only that listed by their Primary 
Skill) : 

Cleric : Holy symbol and Book of Rituals. 
Engineer : Toolset and measuring instruments. 
Fighter : Shield and helmet. 

Mage : All spell components. 

Merchant : Small donkey? parchments. 

Minstrel : A musical instrument. 

Ranger : Bow? blanket? flints? rope. 

Spy : Disguise kit? rich and poor clothes. 

Thief : LocKpicK set and dark clothes. 


0mm 


Armor 


Chain 

15© 

Helmet 

1© 

Leather 

25 

Plate 

25© 

Ring 

85 

Scale 

ii© 

Shield 

i© 

Splint 

165 

Studded 

7© 

Arms 


Arrow (1©) 

5 s 

Bastard Sworck 

25 

Battle Axe 


Broadsword 

15 

Crossbow 

15 

Dagger 

1 

| Flail 

w» 

Halberd 

12 

Handaxe 

15s 

Lance 

5 

Longbow 

3© 

Longsword 

2© 

Mace 

15 

Morning Star 

1© 

Quarrel 

4s 

Scimitar 

2© 

Shor.tbow 

2© 

Shortsword 

12 

jSlong 

5s 

Spear \ 

1 

Two-handed Sword 

3© 






Adventure Equipment 

Backpack 

Blanket 

Boots 

Cloak 

Lantern 

Mirror 

Moneybelt 

Oil Flask 

Pouch 

Quiver 

Rope? 1©© ft. 

Sack 

Torch 


Sustenance 


Poor Meal 

5s 

Average Meal 

1 

Good Meal 

25 s 

Excellent Meal 

5* 

Poor Room (Night/Week) 

5s/3 

Average Room 

1/5 

Good Room 

3/18 

Excellent Room 

i©+/6©+ 

One Week’s Rations - Average 

5 

One Week’s Rations - Poor 


Animals 


Guard Dog 

15 

Hunting Dog 

2© 

Hawk 

25 

Mule 

8© 

Pony 

6© 

Riding Accessories 

15 

Riding Horse 

l©© 

War Horse 

2©© 


The basic unit of money 
in Silverdawn is the Gold Mark. 
A gold mark is approximately 
equal in value to si© of US 
Currency. Ten Silver Shillings 
equal one Gold Mark. Ten 
Copper Farthings equal one 
Silver Shilling. 


s=Silver shilling c=*Copper farthing 
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If is a cXJear aigbf iwifb a XJiffXle chillil 
fa fbe air. yaw XJeaa agaiasf fbe free 
yam aseb fa cX/imb as a chiiW. yau XJaafK bacft 
barna the biXJX/ a f yaar bame. IFar a mameaf if 
sets aff a rasb af cbiXJbbaab memaries. 
memaries masbeb aimay by fbe XJiffX/e fear 
fbaf caunas iwifb fbe fbaagbf af famarrawj. 
©amarraim is fbe bay iwbea fbe Xfaag years a# 
appreaf icesbiin fiaaXJXJy aab. «fae IRaam fbaf 
saaa yaa may Ifeave year hanne, aab maaber 
unbare fafe may faKe yaa. J^aa fbia& af 
fbase fiwiXJif sammer’s eveaiags twbea yaair 
fafber aseb fa feXJXf fbe bisfary a# the 
wiairl/id: ®f aacieaf bays uubea vast empires 
sfaab sal/ib. unbea magic fXJaarisbeb. uubea 
civiX/ifcaf iaas faacbeb each saaXJ. (if fbe 
evil/ aaes uuba braagbf fbe aafiaas fa fbe 
giraaab. aab ia sa baiag besfrayeb evea 
f bemseXfves. J^aa remerober fbe sfaries a# 
fbe bairfe fimes rnbea fbere mas aa raX/e save 
sfcaay mea aab pXJeafy af fbem. iwbea aaXfy 
fbe imeaKesf magic mas iremembeireb. Jiab yaa 
fcaarn af fbe preseaf. iwbere fbe iwise gages 
af fbe JFaar JTaJKes refciabXJeb magic aab 
baiXJf fbe (SaXIbea (Empire. j$)bere fbe KiabXJy 
faeces af fbe aeiw civilfiaafiaas figbf fa 
Husfi baclfc fbe evil/ aaes af fbe cbaafic 
'SftJSJC JlXlEjtUSS' — aab sXiaiwXJy sacceeb. 

Difb a girim smiXJe, yaa reaXJi^e fbaf 
fbis is a : baffX/e fa imbicb yaa iwiXfXJ 
caaf eibaf e. fbi^iX/XI sbafciag yaar Xlimbs. yaa 
fbiaiK abaaf iwbaf migbf bappea iwbea yaa 
^aacaey aaf amaag fbe fierce creafares, 
fairgaffea magicaXI fraves. bibbea fireasares, 
aab baageraas fraps XJeff aver fram fbase 
aacieaf bays af magic aab eviXJ. ftab yaa 

&aaiw. yaa KHfflHP. fbaf yaa iuiiX/X/ be amaag 
fbase fa pasb bade fbe bairR bisfary. fa 
creafe a brigbf aeiw fatare, fa creafe a 

sioeik mm " 



